The recent developments in computer and Internet technologies and in three dimensional modelling necessitates the new approaches and methods in the education field and brings new opportunities to the higher education. The Internet and virtual learning environments have changed the learning opportunities by diversifying the learning options not only in general education but also in the field of foreign language for teachers, curriculum designers and students. Many higher education institutions are employing one of the most widely used virtual worlds the Second Life Platform and are conducting classes on their virtual campuses, and organize meetings, seminars and conferences. In this study, it has been aimed to devise and implement learning applications on the 3D Second Life Platform for the prospective foreign language preservice teachers of Istanbul University, Hasan Ali Yücel Faculty of Education, English Language Teaching Department. The study will report a research Project on Second Life aiming at introducing foreign language pre-service teachers with 3D Virtual Learning Environments and enabling them to use this environment for language teaching at Istanbul University, Hasan Ali Yucel Faculty of Education, English Language Teaching Department. In the scope of the Project, "Comparative Education" class has been conducted both face to face and in World. The method of the study is descriptive. Furthermore, a mixed model, where qualitative and quantitative research techniques have analyzed, has been used. Thus, triangulation of the data has been aimed. In the study, a description of the project, methodology, results and student work will be given.
INTRODUCTION
The 3-D virtual learning environments (VLE) could be classified as an application of computer assisted language learning (CALL). According to Kluge and Riley, (2008, p. 128) these VLEs are regarded as "multi-user virtual environments (MUVE) or Metaverse". To Warburton (2009, p. 414) the most popular 3-D multi-user virtual environment is the Second Life (SL) (http://secondlife.com/). Since the start-up of SL more than 36 millions of people have opened accounts and have joined the virtual worlds. 3D VLEs are "computer-generated display that allows or compels the user (or users) to have a sense of being present in an environment other than the one they are actually in, and to interact with that environment" (Schroeder, 1996, The learners could be present in the environment by creating a new identity in the form of an avatar (Ushioda, 2011, p. 207 ). The form, shape and appearance of the avatar could be chosen, developed and changed by the learners themselves, and thus the learning experience could be individualized (Salmon, 2009 , p. 526). As anonymous avatars, learners could attend to the learning environment, which as a result decreases the stress and anxiety and raises learners' motivation (Chang, 2005 , Ushioda 2011 ). Consequently, the learners take more risks and attend to activities more actively; these in return support foreign language learning (Peterson, 2010, s. 274 ). SL platform is a "student centered virtual learning platform" (Coffman & Klinger, 2008 , p. 30) as it supports and varies the opportunities for learners to choose the content independently while designing the learning environment.
Second Life, enables its avatars to use body language to some extend and eases the use of voice chat and thus supports the communication and interaction among the avatars, from which language education and distance learning applications could also benefit. Eventually, the real World in which humans actually use body language and voice is also modelled (Salmon, 2009, p. 529 This 3-D VLE is constructed, owned, changed and developed by the "content and objects that are created by the learners" (Keskitalo et al. 2011 , Salmon 2009 . Learners have the freedom to design the learning environment itself. They can design and construct the environment in collaboration by determining scenarios, own what they create and construct the knowledge by free will. In this respect, learners could relate to their own content, objects and other fellow learners, which enable them to be more active and independent in the learning process (Kluge & Riley, 2008 Before the classes started learners were given pre-test about readiness for online/distance learning and inflict the idea of 3D VLEs. Lessons were conducted for 10 weeks during this semester. When Table 1 is examined, it has been observed that only %14 of the students have stated having problems controlling the events in the environment, the rest has been observed to be having no problems. However, when students were asked (How responsive was the environment to actions that you initiated (or performed)?) %79 answered as often, and %14 have answered as always. As seen in Table 2 the majority of the students persist that their interactions with the environment seems natural. According to Table 3 , it has been observed that students senses are pretty engaged. Also %64 of the students expressed that the visual aspects of the environment often and %21 always involves them. Big majority of the participants in the research have put forward that the sense of objects moving through space was not compelling. However, %50 have declared that the information coming from variety of senses is compelling. As could be seen in Table 5 . %78 of the participants have verbalized that the "experiences in the virtual environment seem consistent with their real-world experiences" as often and always.
%64 of the Participants have asserted that sounds coming from outside the environment are significant, %85 that they could actively examine and research the environment by using the visuals, and %79 that they could search the virtual environment actively by touching. As it could be understood from table 7. Big majority of the participants have been involved in the virtual environment experience. %71 of the participants have felt proficient in moving and interacting with the virtual environment at the end of the experience. %36 of the Learners have put forward that they "sometimes" could concentrate on the assigned tasks or required activities rather than on the mechanisms used to perform those tasks or activities, %57 often and %7 always. They (%64) also asserted that they learnt new techniques that could alter their performance.
The answers given to the semi-structured interview form are as follows: 
CONCLUSION
According to the findings of the research, it has been observed that moving around the virtual environment is not highly compelling. Also, the majority of the participants have been discovered to be using the environment actively by touching. %79 of the participants have stated that the interaction is often natural. As there are 3D visuals in the environment student involvement has been achieved by %85. %64 of the participants think that experiences in the virtual environment often seem consistent with their real-world experiences. Furthermore, it has been observed that majority of the students are interested in virtual environment and their involvement is pretty high. Although the students encountered some technical problems, they preferred to conduct lessons on Second Life Platform. The rise of interest has been observed through the rise in the participation to the lesson. 
